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GETTING READY TO PLAY 

i 

ALWAYS MAKE SURE THE COLECOVISION' OR ADAM* IS TURNED 
OFF BEFORE REMOVING OR INSERTING A CARTRIDGE. 

One-Player Game: Plug Ihe hand controller into Port I. 

Choosing Your Challenge 

Press the Cartridge Reset Button. The Title Screen appears on your TV or 
monitor. Wart tor the Option Screen 1o appear. Then choose which option you 

want to play by pressing the matching Keypad Button. If you 're playing (he Flight 

Lieutenant option, the Pilot Scroen will appear. II you're playing the Squadron 

Leader option, Ihe Intelligence Report will appear. You're ready to start your 

mission. Good luck. 

There are no skill levels in The Dam Busters; howovoryou can choose be- 
tween two different play options; 

• Flight Lieutenant (Option 1): Your mission starts over the English Chan- 
nel. This is a good starting levol and is recommended to players who do 
not have experience using a flight simulator or playing military simulation 
games. Run a few missions as a Flight Lieutenant to get the (eel of Ih e con- 
trols before trying the Squadron Leader option. 

• Squadron Leader (Option 2): \four mission starts with a take off from Scamp- 
ton Airfield. The Squadron Leader option is a more dangerous mission and 
requires more skill in game play. At the beginning of your mission, you'll 
receive an Intelligence Report from which you can plan you r strategy. The 
Intelligence Repon can include any of the following: 

Radar Activity: Indicates whether enemy mobile radar installations havobeon 

moved and if the map for that area is incorrect. 

Night Fighter Activity: indicates the probability of encountering enemy niqht 

fighters. * 3 

Bombing Raid: Indicates thai a large-scale night operation is taking place 
over a specified city. That area should be avoided as all air and ground 
defenses have been mobilized. 

Flak Concentration: If the flak guns are warned by rada r of your approach, 
you come under heavy attack. Since the flak guns were often moved from 
one area to another by rail, it's, important to change your flight plan for each 
mission. 



Taking Off: II you're playing Ihe Squadron Leader Option, you start Iho mis- 
sion by talcing otf tram Scampion Airfield. 

To take off: Set (he (laps down and give engines full throttles and half boost. 
Press Keypad Button 1 to switch to the Pilot's screen. Wait for your airspeed 

to build up. (Your Airspeed Indicator will flash when ready.) Alter a short time. 

you'll be able to lift the tall by pressing the Control Stick up. Lilt (he tail seclion 

until the horizon is two-thirds down (rem the top of the screen. Don't lift the 

tail too high or you'll crash. 

When the plane's allimelor shows an increase, the plane is taking off, Adjust 
the pitch (up and down motion) to level olf at a constant altitude. (Perform this 

maneuver quickly to avoid stalling the piano.) Retract Ihe landing gear and the 

flaps to increase airspeed. Lower ttie throttles and boosters as quickly as 
possible after take oH to avoid over-rawing Ihe engine. Press the Control Stick 
down to slari increasing altitude and you're off! 



USING YOUR CONTROLS 

Keypad Buttons: 

Pressing Keypad Buttons 1-7 allows you lo choose Ihe crew position you want 

during game play. 



-,_ u v Keypad Button 

^v^ 1 = Pilot 



€fca 



Keypad Button 
4 = Bomb Aimer 



C==3 Keypad Button 
t== S^3 2 = Front Gunner 
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Keypad Button 
5 ■ Navigator 



<=$ Keypad Button 
*^a 3 = Tail Gunner 



©Keypad Button 
6 - First Engineer 



<s> 



Keypad Button 7 - Second Engineer 
(Squadron Leader only) 



When a crew position needs your atlention, iis number will Hash at the boltom 
of your screen. Press Ihe matching keypad button to switch to that crow position. 

At the end of a mission, press Keypad Button * to return to the Option Screen; 

press Koypad Butlon 1 to replay Ihe same option. 



Side Buttons: 

The use of Ihe Side Buttons is -explained throughout the How-To-Play section 
of this guide. 

Control Stick: 

The use of the Control Stick is explained throughout the How-To-Play section 
ol this guide. 



HERE'S HOW TO PLAY 



The Time: Early Spring. 1943 

The Mission: Bombing a dam deep inside Nazi Germany, il the mission is Suc- 
cessful, several important powar sources for the Reich will be destroyed and 

river traffic In the Ruhr Valley will come lo a virtual standstill. An added bonus: 
The propaganda value of a successful mission will allow Ihe Allies and the 
Underground to spread rumors about epidemics resulting from the flooding. 

water shortages and loss of ((relighting capabilities, 
The Plane: Lancaster B.MK l/IM (The Dambuster). 

The Bomb: A cylinder 60 inches long; 50 inches in diameter; 3/8-inch Ihick 
steel, weighing 2650 pounds and carrying 6S00 pounds of Torpex underwater 
ex plosive. 

The Crew: You've been selected to fly the mission. Its success or failure and 
possibly the outcome of the war is in your hands. 



PILOT: Press Keypad Button I and the Pilot's screen will appear. The 
Pilot screen controls the direction of the aircraft: left, right, up, down. 
iThe Control Stick simulates the joystick in Ihe Lancaster. Pressing 
Ihe Control Stick down {toward you) makes the plane go up; pressing the Con- 
trol Stick up (away from you) makes the plane go down. Pressing the Control 

Stick left or right makes the plane move in Iho selected direction. 

The Pilot's screen also contains a view of the horizon lights, enemy barrage 
balloons, searchlights and Me 109 night lighters. (A similar view also appears 
in the Front and Tail Gunners' screens). 




Several instruments are also displayed on the Pilot's screen. The left side of 
the Pilot's screen contains the altimeter which measures how far the aircraft 
is off the ground. The altimeter shows two indicators. The smaller indicator 
measures altitude in 200-foot increments while the larger indicator measures 
altit ude in 10-foot increments. When you see the intercom at the bottom of your 

screen blintti ng a numeral 1, it means you are flying too high. Drop your altitude 

to below 1000 teal. 



HORIZON BARRAGE SEARCH ME 109 NIGHT 
LIGHTS BALLOON LIGHT FIGHTER 
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ALTIMETER COMPASS INTERCOM ARTIFICIAL 
HEADING HORIZON 



AIRSPEED 



The second instrument from the left is Ihe Directional Compass for the aircraft. 

it shows you what direction the plane is heading in relation to magnetic North. 

The small red marker that movos on top of the compass is the direction Ihe 

navigator has set (see NAVIGATOR). 

The next Instrument is Ihe Artificial Horizon indicator which shows whai direc- 
tion the aircraft is turning. This instrumenl is useful for night flying. 

The Airs peed Indicator, on the far right, shovra you how fast the pla ne is flying. 



Front Gunner Press Keypad Burton 2 and the Front Gunner screen 
will appear. The Front Gunner sees what Is ahead of the plane and 
_ controls the twin 303 caPbre F. N5 machine guns by guiding the cross 
hairs with the Control Stick and pressing the Lett Side Button. The guns tire 
20 rounds per second. Every fourth round tired from the guns Is a tracer bullet 
wh left "glows" as it moves away trom th e plane to hel p determine d irection and 
target 
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Tall Gunner: Press Keypad Button 3 and the Tall Gunner screon will 
appear. The Tall Gunner sees what is behind the plane and controls 
four F.N. 20 303 calibre machine guns, two mounted on each aids ol 



th© turret The guns are controlled i n the same way as those of the Front Gunner. 
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Bomb Aimer. Press Keypad Button 4 and the Bomb Aimer screen will 
appear, Use lha Bomb Aimer screen only on the dam approach. The 

instruments at the bottom of the screen are the Bomb Rotation switch 
and the Aircraft Altitude Spotlight switch. 

To select a switch, move the Control Stick left or right. A black control dot ap- 
pears under the selected switch. Press the Left Side Button to get control ot 

the selected switch. With the Loft Side Button held In, press the Control Stick 

down to turn the switch on or up to turn it off. Release the Left Side Button 
to release 1he control of the switch. 
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When the Spotlight switch is on and the attitude is less than 100 feet, press 

the Control Stick to adjust the altitude (up Is less altitude: down is mora altitude). 




BOMB ROTATION 
SWITCH 



AIRCRAFT ALTITUDE 
SPOTLIGHT SWITCH 



Jusl before the dam approach turn on the Bomb Rotation switch. When the 
bomb reaches maximum rotation (500 rpms), the distancing sights will appear 
on the Front Gunner'sscreen.Thesesightsare used to determine the distance 
from the plane to the dam. Turning off (he bomb rotation switch frees the Front 

Gunner to man the twin 303s. 

When the two dam towers are the same distance apart as the bomb-distancing 
sights, the dam is the correct distance away. It the speed and altitude factors 

are also correct (see Dam Approach), release the bomb. To release the bomb: 

press the Left Side Button when the distancing sights are aligned with the dam 

lowers. 




Navigator; Press Keypad Button 5 and the Navigator's screen will 
appear. There are six maps which display most of Northern Europe. 
Each map is selected by moving the navigational cursor toward a map 
edge. Pressing ihe Control Slick in the selected direction (up-, down. lelt. right) 
controls whore the navigational cursor goes on the displayed map. As soo n as 



the boundary of one map is reached, ihe next map will be displayed. 11 there 
are no more maps to select, the navigational cursor moves to the map edge 
and Ihen slops. 

The maps of Europe contain different colored symbols that represent the loca- 
tion and types of landmarks shown on the map. Trie symbols are classified as 
follows: 

• Green Circles - Military Installations 

• Green Aircraft ■ Military Airport 

• Blue Diamonds = Population Centers 

• Blue Smokestacks - Industrial Complexes 

The size of the symbol is an Indication of the populalion density and size of 
the installation. Look over ihese maps carefully before selling your course, 



0$* POPULATION 

f\_. MILITARY 

KJO INSTALLATIONS 

f- MILITARY AIRPORTS 

Hi 111 INDUSTRY 

Q_ FREYA RADAR 



A WURZBURG RADAR 

| DAMS 

O NAVIGATIONAL 
— CURSOR 

LANCASTER'S 
"t" PRESENT POSITION 



To view your present location In relBlion to Ihe map on which you started Ihe 
mission (Map 1 for the Squadron Leader Option; Map 2 lor the Flight Lieuten- 
ant Option), press the Lefl Side Button. 

On each ma p. you'll sea two movable objects. One object indicates the plane's 
current position. The- other object shows the navigational cursor thai is used 
to set the compass heading. Pressing the Conlrol SticK controls where the 

navigational cursor goes on the current map. 

As you move the cursor around the screen, the heading will bo rell ected In the 
Pilot's screen and indicated by Ihe rod directional mark on the top of the pilot's 
compass. For example, if the cursor is directly above Ihe position of Ihe air- 
craft, Ihe navigator's compass heading reads N (north). 
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@ Engines ring: Press Keypad Button 6 and the First Engmeenng screen 
will appear; press Keypad Button 7 {Squadron Leader opllon on ly) and 
the Second Engineering screen will appear 

The engineer controls one or two screens, depending on which option you're 
playing: Flight Lieutenant {one screen) or Squadron Loader (two screens) The 

first screen controls the engines. This screen is the same for both o ptions. The 

second screen controls lake off and ruddor Irim. 

The Firs! Engineering screen displays (our throttles, four booster controls, and 
four (ire extinguishers. The booster gauges are the upper four dials. The lower 
lour dials are the rpm gauges lor the throttles. The lire extinguishers aro the 
upper right set of knobs, A lire in an engine is indicated by a blinking rpm gauge 

lor that engine. 



THROTTLE 

GAUGES 



BOOSTER 
GAUGES 



FIRE 

EXTINGUISHERS 
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THROTTLES BOOSTERS CONTROL DOI 



THROTTLE 
GAUGE (RPM) 



To select an instrument, press the Control Stick left, right, up or down. Under 
the selected control, a black dot will appear. Press the Leh Side Button to gain 
conlrol of the instrument. With the Left Side Button held in, press the Control 
Stick up or down depending on what you want to do. Release the Led Side 
Button to release control ol the instrument. 



All lour throttles cart be controlled at the same time as can the lour boosters. 

To do this, choose Ihe last booster or first throttle then press both Side Buttons 
at the same time. To get the fast booster when entering the First Engineering 
screen, press the Control Stick leli. Try using this maneuver during lake otl. 

The upper-right section of Ihe screen controls the lire extinguisher lor eoch 

engine. Each lire extinguisher can be used only once. After putting out a fire, 
take care In restarting an engine as this may cause another fire to Ignite, 

The throttles control the rpm on a specific engine. The boosters control the angle 

of the propeller blades in relation to the airslream near the propeller: For exam- 
ple, a large pitch takes a larger bite of air. Setting a booster is similar to select- 
ing a gear in a car's manual trans mission. The speed ol the plan a can be set 

by any combination of booster/ throttle settings. The fastest airspood is achiev- 
ed by combination ol boost and maximum throltle. 

You can damage your engines by "revving" them too high and using the throttle 

without adjusting the appropriate booster. Too much boost with a low throttle 

setting resu Its in inefficient engines and low power: Ihis reduces your airspeed. 
Watch the individual gauges when increasing/decreasing the booster and 
throttle. 



rUEL GAUGES 




FLAP CONTROL 
INDICATOR 



LANDING GEAR 



RUDDER TRIM 



The Second Engineering screen shows the flap control indicator, landing gear 

and rudder trim. These Instruments are controlled in a similar manner to the 
First Engineering screen. 
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The landing gear control activates the hydraulic motor control that litis the gear. 

The ruddot trim adjusts the direction of the aircraft: to tho left or right. Pressing 

the Control Stick up introduces a negative yaw (side-to-side motion) that turns 

the aircraft to the left; pressing the Control Stick down Introduces a positive 
yaw that moves lhe plane to the right. 

The (lap switch turns the flaps on and off. The (laps are retractable extensions 
ol the plane's wing. When the lisps are down, tho wing area is larger and its 
lift is increased. 



DAM APPROACH 

When making your bomb-run approach, three factors must be set 
exactly lo skip the bomb over the water: 

• Speed: 232 mph • Altitude: 60 feet 

* Distance: BOO yards from lhe dam 

Have the plane make a long run down the lake so thai all lhe factors can be 
set. Once tho factors are set. keep checking Ihem. 

Setting the Bomb Approach Factors 



SAFE ALTITUOC 
ZONE 



BOMB — 
OPOf 232 
SOEEO ^ 



AIRSPEED 
PILOTS VIEW; AIRSPEED AND ALTIMETER FROM SCREEN 1 



Speed: Set the speed by adjusting the throttles. When the Airspeed indicator 
blinks while, the 232 mph speed has boon reached. It Is advisable to set 
your speed well before the dam approach— perhaps over the English Ch an- 

nel. Try lowering the boosters until the throttle's dials start to move up. Then 
Increase the boosters to stabilize the mrottkVsThis should put you right on 
lhe money! 
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Altitude: You don't have lime to make mistakes, so try to get this right Ihe 
first time I Just before you roach lha lake, press Keypad Button A to select 
the Bomb Aimer Screen. Turn the Bomb Rotation and the Aircraft Attitude 
Spotlights on, When you're just over the lake, reduce your altitude to 100 
feel. Adjust the plane's altitude by pressing the Control Stick to move the 

spot light circles closer together until they form a figure eight. When that hap- 
pens, your altitude is 60 teet . Now press Keypad Button 2 to switch immediate- 
ly to Ihe From Gunner's screen. 



5C1EEN I- ALTITUDE ADJUSTMENT 
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RELEASE THF BOMB AI THIS POINi 



• Distance: When you are going -down the lake and are on target tor the dam, 
the dam will appear on Ihe horizon. Use the distancing sights on the Bo mb 

Aimer's screen. When the dam's towers are aligned with the distancing 

sights, press the Loft Side Butlon to roloaso th& bomb- 

RESULTS OF BOMB RELEASE 

If the bomb is not released under ihe proper conditions, one o1 two things 
happens; 

• II yo u co me in ioa fast , loo low, or release the bomb too late, the Do mb hits 

the crest of the dam and skips into the valley beyond. 

• If you come in too slow, too high, or release the bomb too soon, Ihe bomb 
drops short of the dam causing a harmless explosion In the waier in from 
of the dam. 
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VICTORY! 
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PERSPECTIVE VIEW OF BOMB RUN 

If the release of the bomb is within the acceptable limits described by B.N . Wa His 

(soo Mission Guido), tho bomb skips across the wator abovo tho torpodo nols. 
hits the crest of the dam and sinks to Che a depth of 30 1eet. The hydrostatic 
pistols ignite, detonating the bomb, and Ihe dam is destroyed! You are promoted 

In rank and go on to the next, tougher round of play. 



STRATEGIES FOR 
A SUCCESSFUL MISSION 

When (lying over enemy territory at night, follow these lips for a successful 
mission: 

• Flying at an altitude of over BOO feet gives night radar a target to lock onto 
Keep monitoring your altimeter. 

• Flying at an altitude of under tOOteot can cause you to crash into a ground 
Object. 

• KnocK ou i spQlllghts and flak installations by firing at the b ase ot the light. 

• Shoot down Me 109'sor pertorm a corkscrew maneuver to avoid the planes. 
To perform the corkscrew maneuver: Dive left, pull up and climb sharply, 
then dive from left to right. 
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• Keep switching between screens. For example, over enemy territory, switch 
back and forth belwee n the Front and Rear Gunner's screens. Keep check- 
ing the Pilot and Navigator's screens to check your course. 

• Examine the map and plol a course around enemy installations. 

• Keep chocking the Front and Rear Gunner's screens tor fighters. 

• Always respond to the blinking intercom when itindicatesthatagunnerposi- 

tion is in trouble— even If this draws you away from another type ol action. 

• After putting out an engine fire, decrease the throttle in the matching engine 

on the opposite side of the plane. For example, if you Ve )ua pui out a fire 

in Engine 1, cut bock on Engine 4, 

• Dodge ground installations such as spotlights and flak guns by banking hard 
left or right. 

• Shoot barrage balloons using the front machine guns. 

• The cable cullers on the piano's wings will cut the barrage balloon's cables 

most of Ihe time before they snag on the wings. It is best to shoot them or 
avoid thorn. 

• Always recheck your heading and position after trying to dodge night fighters 
or spotlights. 

SQUADRON LEADER OPTION 

After you've reviewed the Intelligence Report, pressing the Control Stick in any 
direction takes you to the Navigator's Screen. Before fake off. examine the maps 
to see which areas you want to avoid and which areas have chinks in their 
dotensBs. Set the composs heading using the Navigator's Cursor for the first 

location you want to fly to. 
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90-DAY LIMITED WARRANTY 

Coleco warrants id the original consumer purchaser In the- United Stales of America that the 
physical components of this cartridge) will be tree of delects in the material and workmanship 
lor M days (torn the date ol purchase under normal Irvnousa use. 

Coleco's sole and exclusive liability lor defects in material and workmanship ol the cartridge 
shall be limited to repair or replacemonl al on authorized Coleco Sen/Ice Comer. Tha warranty 
does not obligate Coleco to bear the cost of transportation charges in connection wrih the repair 
or replacement ol detective parts. 

This warranty is invalid if tne damago or doted Is caused by accident, act ol God. co nsumer 
abuse, unauthorized alteration or repair, vandalism 01 misuse. 

Any Implied warranties arising eut ot Ihe sale of the cartridge Including the Implied 
warranties ol merchantability and Illness lor a particular purpose are limited to tha above 
SO day period. In no event shall Coleco be liable to anyone for incidental, consequential, 
contingent or any other damages In connection with or atlalng out of the purchase or 
use of the cartridge. Moreover, Coleco shall not be liable lor any claim of any kind what- 
soever hy any other parly against the user of the cartridge. 

This limited warranty does not extend to Ihe programs contained in the cartridge and the 
accompanying documentation (Iho "Programs"). Coloco does not warrant ihe Programs will 
bo (res irom error or will meet the specific requirements or eitpeclaiions ol (he consumer. The 
consumer assumes complete responsibility for any decisions made or actions taken based upon 
Information obtained using the Programs. Any statements made concerning ihe utility of Ihe 
programs are not to be construed as express or implied warranties. 
Cole oo muxes no warranty, either express or Implied, Including any Implied warranties 
of merchantability and fitness lor a particular purpose, In connection with the Program a, 
and all Programs are made available solely on art "as Is" basis. 
In no event snail Coloco be Ha ble to anyone for Incidental, consequential, contingent or 
any other damages In con necUon with or arising out ot the purchase or use of the Programs 
and ■nr aole and exclusive liability, It any. of Coloco, regardless ot the form al action, 
shall not exceed ihe purchase price ot the cartridge. Moreover, Coleco atiall not be liable 
for a ny claim of any kind whatsoever by any other party against tha user of the Programs. 
This warranty gives you specific regal rights, and you may have other nghls which vary from 
Stato to Stalo Some stales do not allow iho o*clus»on or limitation ol InckJontol or conaeuuo (!■ 
tial damages or limitations on hDwIpng an implied warranty las|s, sp the above limitations or 
exclusions may not apply to you. 
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SERVICE POLICY 

Please read your Owner 's Manual carefully wtora using your ■cartridge. 1 1 your carriage fails 

10 opof.iio properly, ptease refer to the trouble-shooting checklist o> the Operating Tips Man uol 

11 you cannot coned Hie malluncwn after consulting this manual, please can Customer Service 
on Coleco'3 1-oli-free service hotline; 1-800-642-1225 nationwide. This service is in opera- 
tion Monday through Friday 

if Customer Sorvtco advises you to return your cartridge, please return it postage propaid and 
insured, win your name, address, proof ol tna date of pu refuse ana a brief descnptlon of the 
problem to the Service Center you have been directed to return it to- II your cartridge is found 
to be factory detective dur«ig ihe llrsl 90 days. It will be repaired or replaced nl no coat to you 
if the cartridge is found lo havo been consume r damaged or abused end therefore not covered 
ay the warranty, than you will be advuod. in advance, ol repair coats. 
If your cnrtridne requires service after expiration of the 90 dav Lirmlod Warranty period, pto-ase 
call Coleco's loll-tree servico hotline lor instructions on how to proceed; 1-800-842-1225 
nationwide. 

IMPORTANT SAVE YOUR RECEIPTS SHOWING DATE OF PURCHASE. 
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